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Alphabear	  v1:	  
•  No	  bears	  to	  collect	  or	  level	  up	  
•  No	  chapters	  or	  bosses	  
•  Just	  a	  daily	  7med	  and	  un7med	  mode	  

Reminded	  us	  just	  a	  li<le	  bit	  too	  much	  of….	  







80%	  

20%	  

Triple	  Town	  IAP	  revenue,	  iOS	  

Unlimited	  Turns	  
Everything	  else	  

*	  “Everything	  else”	  is	  coins,	  skins	  &	  animals	  

*



Triple	  Town	  also	  benefited	  from	  luck	  

•  Mobile	  market	  far	  less	  compe77ve	  back	  then	  

•  Industry	  goodwill	  

•  Over	  a	  dozen	  big	  features	  by	  Apple	  &	  Google	  

•  …we	  did	  not	  want	  to	  count	  on	  luck	  again	  



So	  we	  made	  some	  changes…	  



Levels	  &	  powers	  

Categorized	  by	  rarity	  







And	  aUer	  all	  that	  work…	  

•  Spending	  on	  consumables	  was	  ZERO	  	  L	  

•  Reten7on	  barely	  changed	  	  L	  

– Players	  didn’t	  see	  the	  benefit	  of	  legendary	  bears	  	  

– Players	  didn’t	  appreciate	  bear	  powers	  

– Players	  didn’t	  feel	  enough	  sense	  of	  progression	  



So	  we	  made	  some	  more	  changes…	  









And	  then	  bear-‐speech!	  



•  Months	  over	  budget	  

•  No	  idea	  what	  our	  ARPU	  will	  be	  

•  Just	  added	  a	  huge,	  complex	  campaign	  

•  Viral	  feature	  we’re	  afraid	  to	  beta	  

•  WW	  LAUNCH!!!	  





50%	  50%	  

Alphabear	  IAP	  revenue,	  iOS	  

Unlimited	  honey	  

Everything	  else	  

Note:	  reten:on	  was	  largely	  unchanged!	  



Post-‐launch	  issues	  

-‐ Balancing	  chapters…	  hard	  work!	  	  

-‐ %	  players	  spending	  is	  up,	  but	  amount	  is	  low	  

-‐ Complaints	  about	  coin	  economy	  from	  payers	  

-‐ People	  don’t	  realize	  they	  can	  regen	  the	  photos	  



Daily	  Num	  Rocks	  by	  Prior	  Dailies	  

Best	  of	  Five	  Post	  Handicap	  Raw	  Score	  on	  Boss	  

Mean	  Games	  in	  Chapter	  Before	  First	  Boss	  Gold	  

Wakeups	  by	  Rarity	  

Total	  Daily	  Golds	  by	  Prior	  Games	  

Wakeups	  per	  Play	  Day	  by	  Date	  







PLEASE	  
TAP	  	  
ME!	  







Currency	  Net	  Revenue	  per	  Player	  Day	  (Android)	  
3x	  increase,	  50%	  higher	  ARPDAU	  

Currency	  Net	  Revenue	  per	  Player	  Day	  (iOS)	  
…lesser	  Impact	  



OK,	  it’s	  no	  longer	  totally	  broken…	  
	  	  

Now	  what?	  



Special	  Events!	  









Once	  you’ve	  go<en	  all	  the	  obvious	  
kinks	  out,	  improving	  reten7on	  is	  HARD	  



Takeaways	  

•  We	  were	  too	  casual	  about	  metagame	  design	  

•  Launched	  great	  features	  w/	  insufficient	  polish	  	  

•  We	  went	  greatly	  over	  budget…	  

	  …but	  our	  budget	  was	  overly	  op7mis7c	  

•  Lucky	  that	  we	  listened	  to	  our	  quietest	  team	  members	  

•  Re-‐learned	  that	  improving	  reten7on	  is	  hard	  





Thank	  you!	  

David	  Edery	  
Twi<er:	  @djedery	  
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